QUICK-AND-DIRTY CRAFTING 


The rules for crafting items in D&D 5e are not well- 
regarded. They are far too simple while also being time- 
consuming, not fitting any character concept that creates 
items often. The rules presented here are intended to be 
used alongside those core rules, intended for skilled NPCs 
and risk-taking adventurers to craft items much more 
quickly, with the risk of wasting time and money. 

These rules were built for and playtested during a run 
of Curse of Strahd. These rules allowed the group assassin 
to craft various poisons by foraging in the woods and the 
group paladin to produce better armor for himself by 
salvaging fallen constructs. Their balance impact was 
minimal, and the rules are easy enough to use in any 


group. 


CRAFTING ITEMS 


If you are proficient with a set of artisan's tools, you can 
work especially quickly to make an item. You can spend 1 
hour per 50 gp of an item's value to craft it (minimum 1 
hour, maximum 8 hours per day). This time does not have 


to be consecutive but must be made in 1-hour increments. 


You can craft multiple, less expensive items in a single 
hour if their combined values are less than 50 gp. 

At the end of your work, you make an Intelligence 
check (with proficiency from the appropriate tool) to see if 
the crafting is successful, with a DC equal to 10 + half the 
number of hours you've worked on it. The longer you have 
to work on crafting an item, the more likely you are to 
make a dire mistake. The DC for a longsword is only 10, 
but the DC for full plate is a stunning 25. 

If you fail the check, the materials are mostly wasted, 
now worth half as much crafting-wise as they were before, 
rounded down to the gold piece. You need half an item's 
base cost in materials to craft it, which you usually can 
buy and sometimes can find. 


HELPING HANDS 


You can work with trained individuals to lessen the 
workload. Each person working on an item can contribute 
50gp of progress for each hour they work on it. This also 
lowers the crafting DC significantly, as it reduces the 
crafting time--full plate made with a trained assistant goes 
from a DC 25 to a DC 17. With a third worker, it goes 
down to DC 15, and down to DC 13 with a fourth. Hiring 
people in this way often costs quite a bit of change--10 gp 
per hour per worker--and finding willing workers is not 
always possible. 


ADJUSTING FOR YOUR CAMPAIGN 

The crafting speed these rules allow might not fit all 

campaigns. Luckily, they can be easily adjusted. 
Lower the amount of crafting progress made per 

hour from 50 gp to 25 or 10 gp per hour. If you do so, 

do not change the crafting DCs. Instead, determine 

the crafting DC as follows: 


Crafting DC = 10 + (item market price / 100 / 
number of crafters) 


This way, the DC for low-cost items remain low, but 
assistant crafters remain useful. 


WORKS OF ART 


Not all artisan’s tools are able to create useful items. 
Instead, items like jeweler’s kits and calligrapher’s 
supplies can be used to create works of art. A work of art 
can be sold for 10% more than the amount of materials 
invested. If you spend 2 hours and 50 gp worth of 
materials, you can produce a painting or piece of jewelry 
worth 55 gp. 


MATERIALS 


Various objects require various materials to craft. 
Materials are grouped by the appropriate artisan’s tool. 
For instance, you could collect herbalism kit materials, 
smith’s tool materials, and poisoner’s kit materials. 


GETTING MATERIALS 


Materials can be obtained in three ways: purchasing, 
foraging, and salvaging. The availability of materials is 
dependent on the DM. Materials for an herbalism kit might 
be available in a local forest, while poisoner’s kit materials 
might only be available from a black market. 


PURCHASING 

Materials can be purchased from an NPC or store that 
crafts items using the appropriate artisan’s tools. They can 
often be purchased at-cost, but thrifty NPCs will sell 
materials at 10% more than their worth, i.e. 11 gp for 10 
gp of materials. 


FORAGING 

Some items may be made of materials found in the 
environment. For instance, poisons and potions of healing 
can often be made from plant materials found in the 
wilderness. You can spend an hour or more foraging, 
making a Wisdom check (with proficiency from the 
appropriate artisan’s tool) for every hour you spend 
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foraging. You find an amount of materials you were 
searching for based on the Foraging Results table. If your 
Wisdom modifier is less than 1, use 1 instead. 


FORAGING RESULTS 
Check Result Materials Found in GP 


0 0 

5 Wisdom modifier 

10 1d6 + Wisdom modifier 

15 2d6 + Wisdom modifier 

20 5d6 + Wisdom modifier 

25 10d6 + Wisdom modifier 

30 15d6 + Wisdom modifier 
SALVAGING 


You can use your tools to deconstruct an item for its 
materials. You can spend 1 hour per 50 gp of the item’s 
worth to salvage it, gaining back 1/4th its market value in 
appropriate materials. For instance, an enemy longsword 
could be salvaged for 3 gp, 7 sp, and 5 cp of smith’s tools 
materials. 


WHAT CAN I CRAFT? 


While what you can craft is ultimately up to your DM. This 
section provides a quick guide to what can reasonably be 
crafted with each artisan’s tool. 


ALCHEMIST’S SUPPLIES 

Alchemist’s supplies can be used to craft anything of rare 
or wild concoctions, including vials of acid, alchemist’s 
fire, ink, or oil. 


BREWER’S SUPPLIES 
Brewer's supplies can be used to craft ale, wine, and other 
alcoholic beverages. 


CALLIGRAPHER’S SUPPLIES 
While not capable of producing many useful items, 
calligraphers can produce works of art. 


CARPENTER’S TOOLS 

Carpenter’s tools can be used to create furniture, assist 
with building structures, and wooden containers such as 
barrels and chests. 


CARTOGRAPHER’S TOOLS 
Cartographers can draw complex maps that can be sold as 
works of art. 


COBBLER’S TOOLS 


Cobblers can produce all manners of footwear, from boots 
to the finest dress shoes. They can be sold as works of art. 


Coox’s UTENSILS 

Cooks can produce fine meals, cheese, bread, meat, and 
banquets. They can be sold using the guidelines for selling 
works of art. 


GLASSBLOWER’S TOOLS 

Glassblowers can produce glass vials and flasks, 
hourglasses, lamps, and lanterns. The more skilled can 
craft spyglasses and magnifying glasses. 


JEWELER’S TOOLS 
Jewelers can produce the most valuable works of art. They 
can also create functional necklaces and holy symbols. 


LEATHERWORKER TOOLS 

Leatherworkers can produce slings, leather and studded 
leather armor, and hide armor. They can also craft bags 
and backpacks and clothes made from leather. 


Mason’s TOOLs 
Masons can help with building construction but can also 
create works of art. 


PAINTER’S SUPPLIES 
Painters can produce valuable works of art. 


POTTER’S TOOLS 


Potters can craft jugs, clay pots, and clay flasks. They can 
also produce works of art, fine vases and containers. 


SMITH’s TOOLS 

Smith’s tools are the most versatile, capable of producing 
any metal armor, metal shields, and metal weapons. They 
can also craft caltrops, ball bearings, iron pots, grappling 
hooks, and other useful objects mostly made of metal. 
Smiths can also create works of art. 


TINKER’S TOOLS 

Tinkers create smaller metal objects. They can create 
merchant’s scales, fishing tackle, signal whistles, and 
other miscellaneous small, complex objects. Tinkers can 
also craft crossbows and small works of art. 


WEAVER’S TOOLS 
Weavers can craft all manner of clothes, cloth sacks, 
robes, rope, and nets. 


WOODCARVER’S TOOLS 
Woodcarvers can create works of art carved from wood, 
arrows, crossbow bolts, bows, and crossbows. 


HERBALISM KIT 
Herbalism kits can be used to craft potions of healing and 
healer’s kits. 
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POISONER’S KIT 
Poisoners can craft poisons. Of the poisons in the Player’s 
Handbook and Dungeon Master’s Guide, they can craft: 


e _ Basic poison 

e _ Assassin’s blood 
e Essence of ether 
e §=©Malice 

e = Oil of taggit 

e Pale tincture 

e Torpor 

e =Truth serum 


Maaic ITEMS 


If the DM allows, these crafting rules can be used to make 
magic items. If you are a spellcaster of 3rd level or higher, 
you can spend time enchanting a mundane item with the 
appropriate creation recipe. The amount of materials 
required and the DC for crafting magic items is based on 
the item's rarity, but does not include the cost of the 
mundane item to be enchanted (a quarterstaff for a staff, a 
suit of armor for magic armor, and so on). If a magic item 
allows the wielder to cast a spell, one of the crafters must 
know that spell, and any other spells that the magic item 
allows the wielder to cast. 

Having assistants does not decrease the crafting DC of 
a magic item. It decreases the time required to craft as 
normal and also gives you advantage on the Intelligence 
check to craft the item. Assistants trained in magic cost 
considerably more, 20 gp per hour, if they are available at 
all. 

The sole exception to these rules are potions of healing. 
They can be crafted for half the creation cost listed for 
their given rarity. 


CRAFTING MAGIC ITEMS 


Minimum 
Item Rarity Materials Level Time DC 
Common 50 gp 3rd 2hours 10 
Uncommon 250 gp 3rd 10 hours 15 
Rare 2,500 gp 6th 100 20 
hours 
Very rare 25,000 gp 11th 1,000 25 
hours 
Legendary 250,000 gp 17th 10,000 30 
hours 


Macic ITEM RECIPES 

The recipe for a magic item can be bought in a large town 
for 1/10th its creation cost: 5 gp for common, 25 gp for 
uncommon, and so on. Rare and rarer recipes are closely- 
guarded secrets of mages and researchers capable of 
crafting such things, so they are often as rare as the items 
themselves. 
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